PALADIN SiG é ay 
NAG AZINE! 


Hidden Temple, Onslaught, Dreamhack and more! 


WEWANT YOU 
TO JOIN THE FIGHT 


FROM THE EDITORIAL STAFF 


Hello readers of Paladins Community Magazine! 
Before | get into what you'll be reading this 
issue, let me once again thank you for all the 
Support you give the game and this publication. 
Paladins isn’t exactly the biggest community, 
but that hasn’t stopped you guys from being so 
amazing to us! We truly all have a passion for 
the game and without you we wouldn’t get to do 
what we love to do. 


As for what you’ll be reading this issue, we have 
a lot of new faces (writers) that took on quite 

a workload for you guys. Mintguitar (who I’m 
borrowing from SMITE Magazine, hehe) is back 
for his second issue and will bring you up to 
speed on the new content in the realm in “Who 
is Zhin?” and a summary of the new gamemode 
in Paladins, Onslaught. Juracicpark will cover the 
happenings of the Summer Premier Qualifiers for 
PC while also giving you a guide on positioning to 
improve your game. Lexi (our first Console writer 
if my memory serves me right) has a Tyra build 
guide and Lex lore piece for you while aileronroll 
brings us another installment of his Map 
Breakdown series and the return of Against the 
Grain. Lastly, | was able to track down Bird, the 
captain of GankStars’ PC team (#1 in the world), 
for an interview using questions submitted from 
/r/Paladins! The last thing on the esports docket 
for you is a New Viewer Guide for Paladins 
esports, as | hope that Paladins will see some 
growth after Dreamhack Valencia. Once again, | 
hope you enjoy our hard work! 


Steve Greenfield 
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Li kh ah bg basisdrccccddcdccacncdccacccccccdcdaacadaadadadaadde By Michael Parker 


MMMM“ “adh dit 


In this episode of “Who is?”, Mint will be turning his attention to the newest flanker in the 


realm, Zhin. Who, with his Inferno Blade and threatening presence, intends on making his 


mark on the flanking class. He doesn’t care how he does it, inside or outside of the rules. 


Zhin is a highly aggressive, relatively mobile 


Flank champion who outstands as a ferocious 
backline bully, completely ample of swiftly 
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killing targets and escaping without a worry. 
He is also a very capable tank destroyer 
with certain legendaries, but we’ll get onto 
that later. Zhin as a character is a member 
of the Thousand Hand Guild and Is said to 
be a villainous champion, one of the first of 
its kind in the realm. He, with his capable 
damage numbers, strong distance coverage, 
and insanely devastating ultimate will be 
more than useful in the right hands. Now, 
let’s get on into his abilities. 


The Tyrant’s left click is Inferno Blade. 
Inferno Blade is perhaps the most interesting 
and unique left click mouse fire in the 

game to date. With a MOBA-esque attack 
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chain, Zhin can fire off a lot of damage to 


unsuspecting targets if they allow him to 
connect with the slightly more difficult to 

hit, 3rd shot. Upon left click, Inferno Blade 
fires two quick swings horizontally for 450 
damage and then performs a final, heavy 
swing that hits for an enhanced 700 damage. 
This last shot is vertical and thus, harder 

to hit on targets with smaller hitboxes like 
Maeve or Pip. The attack chain lasts for 
roughly 2 seconds, meaning his DPS is 
actually significantly lower than other flank 
champions such as Androxus, who can hit for 
2400 in the same amount of time. This should 
not deter you from playing him, as he gets 
much better as his kit unfolds. Inferno Blade 
also has a base ammo count of 9, allowing 3 
attack chains per clip. 


Zhin’s Right click is Counter. Zhin’s 
Counter is an interesting addition to Paladins, 
as there are very few abilities that take 
genuine timing and skill to use effectively. 
Counter can negate any attack in the game, 


Paladins Community Magazine Issue 7 


even a Drogoz Dragon Punch, and return a 
melee strike which deals 700 damage. This 
ability is on a 7 second cooldown and is a 
less damaging but more defensive version of 
Reversal. The fact that this ability can absorb 
any ultimate in the game proves that Zhin 
isn’t to be taken lightly. His first legendary, 
Retaliation, allows him to stay in his counter 
stance for longer than just a single attack. 
This would be effective against high rate 

of fire champions such as Viktor, Tyra, or 
Ruckus who would be more susceptible to 
accidentally shooting into him, as they would 
take huge damage in return. 


His Q ability is named Billow. Billow is a 
simple yet effective ability that allows Zhin 
to disperse into a puff of smoke, keeping him 
in line with his fiery, pyromaniac theme. This 
ability makes Zhin untargetable and gives 
him a small movement speed buff of 20% 
for the 2.5 second duration. This can later 
be increased or improved with cards, but at 
base is still very effective. This ability draws 
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a lot of resemblance to Grohk’s Ghost Walk 
and functions very similarly. Another one of 
Zhin’s legendaries in Smolder heals him for 
60% of his maximum health over the duration 
of Billow. This makes Zhin a lot safer, which 

is very important given the fact that a lot of 
other flanks have similar abilities. Fan the 
Flames is a card for Zhin that reduces the 
cooldown of Billow when you get a kill, this 
gives you the option to consistently escape or 
go for additional kills. 


The F ability in Zhin’s kit is called Whirl, 
which is a unique and attractive spin of his 
Inferno Blade, as he lunges forward and deals 
AoE damage to nearby targets. This ability 
hits for 400 damage but can also be used 

as an effective gap closer. There are plenty 
of cards that can increase the usefulness of 
this ability, especially Kindling (returns Zhin 1 
ammo per rank upon dash, similar to Andro’s 
Sleight of Hand). In a match, the best time to 


a 
By Chelsea Roberts * 
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use this ability would be as a positioning tool, 
best for traversing the map and evading/ 
engaging on targets. However, Whirl is more 
than capable of being used in combination 
with his attack chain to kill an opposing 
damage/flank target. Hitting for 450, 450, 
700, and dashing through for a further 400 
damage would be near fatal to most backline 
champions. 


Zhin’s final and absolutely most 
devastating ability is his ultimate, 
Spite. Spite is one of the coolest looking 
abilities in the game and as a subsequence, 
probably influences players to want to use 
him even more. Not that his fresh kit and 
unique animations don’t do that already, 
but this really is the icing on the cake. Spite 
as an ability is hugely effective against any 
single target. Zhin launches forward and 
incapacitates an enemy with a flurry of 
slashes over a short 1.5 second period. In this 
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time, Zhin deals 2,000 damage to the target. 
This damage may not sound significant to a 
tank player or all healers, but it gets better. 
Zhin’s final and most destructive legendary 
is Guillotine. Guillotine now causes Spite to 
deal 25% of the targets maximum hit points 
with every slash of his ultimate, causing him 
to literally one shot any champion in the 
game. This can be countered by healing, but 
in the heat of the moment this ultimate can 
be game changing, very much like Drogoz’s 
Dragon Punch. It would also be important to 
note that this ultimate increases the ultimate 
charge of Spite by 15%, meaning that not 
only is it more effective, but it is also up a 
lot more often. Throw in a Morale Boost and 
you've got yourself a one shot machine. 


Zhin appears to work well in a highly 
damaging team composition, whilst not 
having a lot of burst himself outside of his 
ultimate, he can definitely capitalize in 
combination with those that do. Zhin would 
benefit greatly by being aligned with a 
Drogoz or Bomb King, two champions that are 
more than capable of getting damage off on 
opponents. One well timed Salvo / Fire Spit 
combo could allow Zhin to wipe the floor with 
an entire enemy team. Also, What’s better 
than 2 one-shot kill ultimates in a teamfight? 
Zhin’s limited range makes him excel on 
maps such as Ice Mines, Jaguar Falls, or 
Brightmarsh. These maps that are relatively 
confined in space and force teams into 
corridors and tight objective spots to contest. 


On paper Zhin seems to have very few 
counters, but it again comes down to the 


legendary choice. Without Guillotine, Zhin 
may be slightly vulnerable versus aggressive 
tank champions such as Makoa or Ash, two 
tanks capable of abusing squishy targets 

with damage and crowd control. However, 
Zhin’s Billow will prevent him from taking the 
damage boosted shot from Makoa upon hook 
and could quite easily make him evade Ash’s 
Shoulder Bash. The combination of Smolder 
and Fan the Flames IV can make him tough to 
shut down by a single target without serious 
focus. It would also be important to note that 
Zhin lacks vertical mobility, meaning that he 
may be subject to being countered by heavily 
damaging characters such as Drogoz or Evie 
if they can hit some stray shots from above. 


Zhin just adds so much to his respective 
class, he can be played in a number of 
different ways from countering tanks to 
backliners and even negating game changing 
ultimates. He looks to be the best thing to 
come out of the Realm’s flank scene for a 
long time. 


By Michael Parker 


HIDDEN TEMPLE 


VULLLLLLLLLLLLLLLULLLULLULLDULLU LULU LU LULU LULU DULL LOLOL LLL LLL DLL LDL LLL LULU LULL LLU LN ddd hd ddd ddd ddd ddd, By Brandon Parkes A!”V’0~’@’00U’“M“Mb“ii 


Map Breakdown Is the section in which we break down a map and give you tips and tricks 


to keep you ahead of the curve. This issue we’re going to examine a not-so-popular (some 


would call it “hidden”, hehe) siege map, Hidden Temple. 


Hidden Temple is a Super narrow map that 
can be very frustrating if you don’t know the 
nuances of it. When you push the payload 
you are greeted with twists and turns that 
will make your head spin. If you’re defending, 
there are a ton of shortcuts that can make 
your move to the payload quicker and your 
opponents frustrated. Add in some choke 
points and wide open spaces, this map has 
a bit of everything thrown in, including an 
actual temple you can fight inside. Here are 
some tips and tricks to help you in this map. 


For starters, the starting area has a ton of 
wide open spaces that will make it a bit easy 
to push the payload at. Coordinate with 
your team to scout out snipers perched near 
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bushes and trees and have your support 

and front line push towards the temple 

area. If you are on the defense, look for 1v1 
engagements and focus your fire at whoever 
is pushing. It is a good idea not to spread 
out too far, as the flanks will drool over easy 
pickings. Also, look onto the hilltop for a good 
vantage point, but beware of single target 
champs, such as Tyra or Kinessa, who can 
pick you off easily if you are out in the open 
for too long. 


When your team gets to the temple, the 
pushing team will need to cover both the 
entrances and above to the bridge, as the 
bridge area Is a good way to get on the 
objective quickly. Matter of fact, when the 
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defense team starts out, you can jump from 
the bridge straight down to the entrance of 
the temple, saving you a ton of time. The 
temple itself has a ton of entrances in of 
itself, so look for flanks chomping at the bit 
to pick off stragglers. For the pushing team, 
it is imperative to group up starting at the 
temple until the end, pushing the payload 
together and only stopping if anyone gets 
too low. Have your front liner at the front and 
your damage champions provide cover fire, 
looking for any numbers advantage you may 
have. Be careful of champions that may jump 
on your squishy teammates from above, as 
the bridge is ample opportunity for the likes 
of Willo or Drogoz to make quick work from 
the skies. For the defense, use the bridge’s 
exit as a choke point and keep your damage 
dealers pumping the damage to the front 
liners trying to push the payload. Since the 
choke point at the exit of the temple doesn’t 
have any flank routes, the likes of Ruckus, 
Inara, or Skye can lay down their ult and turn 
the tide in your favor. 


On the offense, if you manage to get through 
the temple, the hard part is still ahead of 
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you. Roughly 15% away from victory is a 
tunnel that is very difficult to get through, 
especially if you lack a good front line. This 

is where your supports shine, as this area is 
death funnel central. Supports have to do 
their best to keep their teammates alive for a 
long time, but they have to focus their shields 
and healing on the front liners. Damage and 
flankers have to stay at the rear of the front 
liners and provide as much cover fire as 
humanly possible. Never go into the tunnel 
with just one person. Group up here and 
focus on having your front liners push the 
payload. If you are defense, use the position 
to focus and chew through the enemy team. 
The likes of Bomb King, Ash, and Inara can 
make this an easy job for the defense to stop 
the payload in its tracks. Be sure to keep an 
eye out for when shields are on cooldown, as 
this will be the window to unleash hell. 


Hidden Temple, while not the most popular 
map, iS a great maps with a ton of twists and 
turns. Lots of open spaces mixed with tight 
quarter fighting is a lot of fun. Use these 

tips and tricks to gain an advantage on the 


| 
Temple. Have fun! iy indivi 


ae 


160/200 os Z 
=a 


ke | x (a “We 


= 


=a 


\= 
ee) ‘ yy - 
= 


The Game On Magazine 


POSITIONING 


OLLI i bh bab bbbbiddcddcddcdrdddcdcccdccccceeeceeeeddcdddccccdda By Emanuel Juracie “”””W”WWWWvW“aa 


The way a player positions themselves can either result in instant death or cause mayhem 


to the enemy team. Positioning is an important factor in Paladins that enhances the player’s 


ability to realize their champion’s potential. 


Each role has a specific function and knowing 
where to go can mean the difference between 
a win or a loss, as well as allowing the player 
to constantly be an annoyance to the enemy 
team. Positioning relies on several factors 
involving your allies and the legendary 

card chosen. Multitasking is a must; closely 
analyzing the environment, figuring out who 
is the priority target, and deciding which path 
enables the best survivability and positioning. 
All these factors can heavily influence the 
outcome of the match if they are all done 
correctly. 
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¥OUR ALLIES 


The team has to function as a unit 
and it is difficult when there is little to no 
communication. However, using VHS can 
greatly turn a disadvantage to an advantage. 
Players are often unaware when an enemy 
flanks and attempts to kill the backline. The 
backline dies since there was no help and 
the players who are attempting to capture 
the point are now sandwiched by the enemy 
team. This all can be avoided by leaving the 
point, helping the backline, and then going 
back to capture the point. Leaving the point 
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may seem counterproductive, but it will lead 
to a 5v4 or 5v3 disadvantage after their own 
flankers and damage got killed. It is also 
important to group up rather than die one 
by one, blindly attempting to take the point 
desperately. Wait until your team respawns 
and venture forth together. The enemy team 
has an easier time to take out one champion 
rather than dealing with five. 


A flank’s positioning is unique as their 
pathing has to guarantee a 100% kill on 
the backline. Flankers should not be the 
ones starting a fight immediately once they 
rush to the enemy team’s backline. Once 
the flanker is seen, the enemy team will 
react to kill them. Waiting until the enemy 
team is engaged allows the flanker to go in 
unnoticed. Teamwork is essential to enable a 
flanker to do their role effectively. Deciding 
which targets are more important to kill 
separates a good flanker from a great one. 
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Good flankers try to kill whoever is near 


them, not displaying target priority. A great 
flanker would decide which targets are 
important to kill, be it support, carry, frontline 
or flanker. If the support is generating a 

high amount of healing, target them first to 
make it easier for your team to finish the 
enemy team off. If the enemy Kinessa is 
doing well, go after her and take her out. 
Always try to take out the champion that 
poses the greatest threat to your team. As 
well, the flankers pathing and positioning is 
determined by the champions chosen by your 
allies. 


Supports greatly influence a flanker’s 
playstyle if they constantly want to receive 
healing rather than wait to heal. Different 
paths are available depending on the support 
chosen by your teammates. Flankers can 
weave back and forth between the enemy’s 
backline and allied front line to receive 
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Grover and Grohk’s nearby healing. A good 
Pip healer allows flankers to stay further 
back in the enemy line due to the large 
range the healing potion has if specific cards 
are used. A Ying player is a special case 

as flankers have to be aware of where the 
clones are and destroy them to reduce her 
healing. Lastly, the most important point 

to stress is to protect the supports. Do not 
expect healing when they are flanked, go 
back and help them if the opportunity arises. 
Supports are the easiest to assassinate if 
there is no one peeling, helping the support 
increases your odds of winning; being patient 
and level headed enables better awareness 
and response time from flankers and 

overall understand the strategy behind this 
playstyle. 
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Frontlines influences how the the enemy 
team is positioned and which path is best for 
the flanker to assassinate enemy champions. 
An example of this would be Makoa. It is best 
to coordinate with the ally Makoa when he 
hooks an enemy champion. Focusing on the 
hooked champion makes them an easy target 
since they’re more focused on escaping than 
attacking. In this panic situation, a flanker can 
rush them down either by attacking directly 
or predicting where the enemy champion 
escape route will be and strike from there. 
Either strategy is perfect if they’re done 

right, it guarantees a kill and creates a 4v5. 
Fernando and Barik offer a different playstyle 
as they are distractions to the enemy team 
since they have to focus heavily on them to 
take them out. The enemy team has to worry 
about destroying Fernando’s shield or Barik’s 
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shield and turrets. This is the flanker’s best 


opportunity to strike. By deciding on the right 
path, an ambush would greatly surprise and 
cause mayhem to the enemy team. 


Out of the three roles, the damage role 

has the least influence on positioning for a 
flanker, but they do offer an easier way to 
take out targets with perfect coordination. A 
Kinessa or Sha Lin have the best chance to 
take out the enemy team’s backline from 
afar. The enemy’s backline will serpentine, 
jump and go crazy once they are ambushed 
by the flanker and makes it really difficult 

for Kinessa or Sha Lin to help take out the 
backline. However, if the flanker is patient 
and strikes once the major damage was dealt 
by Kinessa, the enemy champion is too low to 
react and will get finished off quick. A Viktor 
or Tyra offer a different positioning path. 

Both champions like to engage and focus 
mainly on the backline. This means that once 
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flankers take out the backline, rather than 
camp those who are dead, the flanker should 
turn and take out the enemy front line from 
behind. 


A frontline should position themselves near 
the point in order to defend and capture the 
point. The frontline has enough health and 
shielding to withstand enemy attacks, which 
is why it is smart to position near the point 
to attract all the attention from the enemy 
team. However, once the initial teamfight 

is won by your team, the front line has to 
reposition in front of the point instead of 
staying and capturing it. This means enemy 
team has to deal with the frontline first rather 
than running towards the point and focusing 
whoever is on it. Providing a distraction 

for your flanks to do their job and creating 

a scenario where the enemy team has to 
focus the frontline player down due to how 
much of a hassle they are. This enables the 
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damage carries to continue spraying down 
the enemy’s frontline and win the game. 


Supports highly influence a frontline’s 
positioning because the support grants huge 
sustain for the frontline to stay and absorb 
the enemy’s attacks. Each support has a 
specific way they heal so the frontline has to 
identify the best way for them to get healed. 


If a Grohk places a totem, the frontline should 


stay within the radius rather than going out 


to chase a kill. Survivability is very important 


for the frontline champion. Having a 
Mal’Damba creates a unique scenario where 
the frontline can defend Mal’Damba to allow 
him to constantly throw stuns at the enemy 
team. Mal’Damba is a very high skilled 
Support which can generate a high amount 
of healing and disrupt the enemy team if — 
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protected well. Overall, the frontline has to 
position themselves in an advantageous 
position to receive the maximum amount of 
healing possible. 


Frontline’s main goal is to protect their 
carries. The frontline’s job is to peel for 
their carries to enable them to deal the 
greatest damage. After capping the point, 
the frontline should not always guard the 
payload, but rather go and protect their 
carries. An example of this is with Fernando. 
His shield is an important defensive tool for 
your team. Fernando has to act like a “meat 
shield” by generating the shield near the 
carry and protecting them from the enemy. 
However, this type of strategy does not 
work for long range damage carries. What 
the frontline should do is always be ready to 
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jump back to help defend and protect them 


from a flanker. Ruckus can Jump towards his 
team and send bullets flying for the enemy 
team to try and deal with him. Providing a 
distraction for both the carries and flankers to 
take out the backline. As well if capping the 
point, Ruckus can use one of his abilities to 
provide a 30% damage reduction for his ally 
team. Essentially, the front line has a chance 
to provide a distraction but as well use their 
abilities to not only soak up damage but to 
be the guardian of their team, leading the 
charge and blocking anything that tries to 
harm those behind them. 


For flankers as mentioned earlier, the 
frontline has to provide a distraction in order 
for the flanker to slip past the enemy frontline 
and assassinate the backline. This does not 
mean to jump aimlessly into the line of fire 
and die for no reason. Instead, poke and be 
an annoyance to the enemy team; turrets 
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for Barik, Inara’s wall and damage reduction, 
Makoa’s shield and hooks. Each frontline 
champion has a specific and unique way to 
provide a distraction. 


A support has to position themselves where 
they would be safe from harassment, 

safe from a flank, and safe to heal allies. 
The role is unique since the player has to 
micromanage all three and decide which 
spot for them is best to play their role 
effectively. Support is incredibly important 
due their inherent squishiness and their 
ability to change the flow of the game based 
on how and who they heal. The two main 
roles for the support player to worry about 
are their frontline and backline. They have 
to constantly dish out heals for the frontline 
to survive and keep withstanding the enemy 
team. Vice versa, the support player has to 
constantly heal the backline for them to keep 
harrassing the enemy team. Supports have 
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the big decision to see who is best to heal 

in order to win. If the backline is ambushed, 
it is important for the support to rush back 
and save whoever is being attacked. That is 
their main priority since if the backline dies, 
the support and frontline are going to be 
sandwiched by the enemy team. Flankers 
are not the main priority since they are 
constantly behind enemy lines. If the support 
player decides to chase the flanker to heal 
them, they are an easy target for the enemy 
team to take out. If the flank is out of the 
line of fire and attempting to heal at a safe 
distance, then it is safe for the support to 
quickly heal them so they do not waste time 
healing. 


The damage role’s main goal is to 
consistently deal damage to the other 
team and whittle down their deployables 
and shields. Positioning for carries is highly 
important as one mistake and being caught 
is death. A smart strategy is to never stay 
in the same place for too long. Constantly 


moving and repositioning makes it difficult 
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for the enemy team to kill the carry since the 
flankers have to travel all over the backline 
to find the carry. Once the carry becomes 
predictable to the enemy team, it is easier for 
them to communicate and take out the carry 
immediately. 


Frontlines are already attempting to provide 
a distraction to make it easier for the carry 
to do their job. Staying near a Fernando 
makes the enemy team back off the point 
since it is difficult to kill the carry. Knowing 
the strengths of the frontline champions 
influences how a carry should strike. As 
mentioned earlier, carries should coordinate 
with their flankers because either the long 
range carries will help take out the back line 
or the Viktor and Tyra would follow the flanker 
and take out the enemies up close. Lastly, 
the players have to position near the support 
player to always receive healing from them. 
Healers and carries are best friends since 
they can turn the tide of games mainly from 
how they coordinate. Staying near Grover or 
always having an opening for Pip players to 
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throw their potion is better than spamming 
VHS since it takes two to tango. Knowing 
where your allied team and enemy team is 
positioned allows you to scan and see which 
targets are worth attacking and which aren't. 
Trying to kill the enemy team’s carry from 
afar with Viktor makes no sense since it isn’t 
consistent damage. However, attacking with 
a Drogoz makes sense since Drogoz players 
only need to hit a few shots (either direct or 
near the target) to lower someone’s health 
and force them out of the fight. 


A common mistake players make is that they 
like to chase down kills, which in turn kills 
them. When the enemy player runs too far 
back, it is best to leave them and focus ona 
new target. The enemy player is already out 
of the battle and will take time before they 
rush back to fight. Within those split seconds, 
the ally players have to turn and see which 
targets they can assassinate since then it 
would be a 5v3 then a 5v4, which is still a 
huge advantage for your team. 
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LOADOUTS AND LEGDEND- 
ARY CARDS 


Choosing the right legendary card is essential 
due to how big of an influence it is on one 

for the main abilities chosen. It enhances the 
chosen ability and becomes the main focus 
for the champion. A Drogoz with Fusillade 
would be more focused on hitting their 

shots directly and position according to that. 
However, a Drogoz with W.Y.R.M. Jets is more 
focused on the use of the jetpack to position 
and rain shots from above. Essentially, 

even though it is the same champion, the 
legendary card highly influences the playstyle 
of the champion and how they should 
position according to that. 


Ally champions chosen and legendary card 
picked greatly influence how a player should 
position. How a player positions themselves 
is a Skill which can greatly change the flow 
of the game. Positioning is a skill that allows 
players to do the maximum amount of 
damage, healing, or tanking possible within 
the game. 


By Emanuel Juracic 
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AGAINST THE GRAIN 


OLLI hb sb bdsidgdsddicdddddddcccccccccccccccdccddcaadddadaaddada By Brandon Parkers “”’’4010400Q0(@““"““ehi 


Ruckus Is a hybrid tank and shredder with his high base damage and health. His objective 
control mixed with the crazy tankiness Is like staring in the face of a turret. However, this 
build will not only sustain you in prolonged fights, but you become quite a hard target to take 
down. 


First off, my build changes due to a number as you gain a Shield if you drop to a certain 


of factors, like the team compositions in percentage of health. Most Ruckus players 
the specific round for example. A general use this as a second wind, but | generally 
loadout for Super Tank is Opulence IV, use this card like a third passive shield. Air 
Countermeasure IV, Air Cooled II, Crystal Cooled is a generally underrated item, but 
Capacitor |, and Slow Dampener |. The it can be used as a fourth shield. This is the 
Opulence card heals a certain number of only card to not one of your shield abilities, 


health points once you activate your Repulsor but using your Advance to gain health can 
Field, which is your Q ability. | generally use be very useful in helping you survive while 


that as a second shield to get me out of you escape. Pair this with Slow Dampener, 
tough situations. Pair this with the items, which | have, can cause you to not only 
which we'll get to later, and you area be tanky, but be slippery as well. Lastly, 
literal walking tank with massive amounts | use Crystal Capacitor to fire even more 
of sustain. For Countermeasure, this is rounds downrange. This is very useful for 
basically your “Get Out Of Jail Free” card, shredding through a front line when paired 
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with Wrecker. For legendary cards, you can 
either pick Recycler if you want to be more 
of a backline DPS, Flux Generator if you want 
to be a main frontline, or Aerial Assault if you 
want to be a flank. 


For items, the go-to item is to rush Life Rip. 
Not only does this synergize with the cards, 
but makes you even more sustain heavy, as 
every shot you hit heals you. At level one it 
may not be noticeable, but you will have a lot 
of sustain after upgrading the card. As with 
every other character, what defensive card 
and attack card you buy is solely dependant 
on what the enemy team has in store for you. 
For utility, you can go Master Riding if you're 
dying a lot or Chronos if you want to snowball 
while having your abilities up more often. 


Ruckus’ playstyle is generally build by 
Standing near the objective and firing a ton 
of bullets downrange at incredible speed. 

For this build, | generally like to stay at 

the objective and use my Emitter shield to 
sustain a bit more if he is focused in fights. 
As mentioned before, use your low HP when 
things get rough like a third shield and 

use your Repulsor Shield to help an ally or 
heal yourself back to get out. If things go 
sideways, use your jets and look to group 
with your teammates to retake the objective. 
Only use your ultimate when you see an 
opportunity for a bunched cluster of enemies 
to send them reeling. 


This build, however, is countered by anti- 
healing abilities and items. Those who reduce 
healing or build Cauterize might make this 
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build a tough go, but smart uses of your 
Repulsor Field and the Emitter shield can 
mitigate this somewhat. Be careful of teams 
that build both Cauterize and Wrecker, as 
you may need to be more agile. The biggest 
counter to this is Tyra and her Fire Bomb 
ability, as this makes Ruckus reduce his 
healing and forces him off the objective. Keep 
firing and healing from the Life Rip perk and 
you should mitigate, if not deny, the reduce 
healing from that ability. 


Ruckus is a tank that can tear an enemy to 
shreds and become a manned turret with his 
innate tankiness. With Super Tank Ruckus, 
you not only shred through enemies, but 
have enough sustain and healing that you 
become quite a foe to take down. Use these 
tips and builds to become a Super tank with a 


ton of sustain and defense. Have fun! 
By Brandon Parker 


By ToniJade92 
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ARTICLE 


ONSLAUGHT 


THE NEW DAMEMODE 


LL By Michael Parker MUM N hd, 


Onslaught is the shiniest new addition to the realm, and as it goes, appears to be an 
interesting add. Despite the surprising announcement of this new gamemoade, | see it as a 
stepping stone towards bigger and better things in the future. Now without any further ado, 
let’s get on into the nitty gritty of this brand new gamemcade. 
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Onslaught at face value is a relatively simple 
gamemode, typically called “King of the Hill” 
in other titles, Onslaught pits two teams 
against each other with an objective point 
or, in other instances, a hill. The two teams 
battle it out to maintain their position on 
said hill, thus becoming the “King”. Although 
unlike many other King of the hill game 
modes in other titles, Onslaught is really 
energetic and aggressive at high levels of 
play. The term Onslaught couldn’t be more 
suiting when a hungry team has just fallen 
short, respawned, and thrown themselves 
back into battle against the defending 
champions of the opposing team, really 
embodying the name of the mode. 


To win a game of Onslaught you must 
gain 400 capture points, easily done by 
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dominating the objective point with your 


team members and defeating any opposing 
enemies. Kills and capture time both count 
towards the 400 points, as you earn 5 per 
kill and 2 per second of point control. In 

the off occasion where there’s a highly 
competitive, close game, both teams will 
battle it out on point and whoever has the 
most points by the end of the 10 minutes 
will be crowned victorious. Not only does 
this mean that things can get really hectic 
really fast with two matched forces, but it 
also means that this gamemode is absolutely 
perfect for people in a hurry or who have 
tight schedules. This widens the playerbase 
for Paladins, which is something that the 
community has complained about for a long 
time. Another thing to note as well is that 
Onslaught seems to have shorter queue 
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times, making a round take even less time | hope that Survival will return soon, | think 
out of your day. Similarly to SMITE’s Arena a gamemode like this is exactly what fills a 
mode, Onslaught is very fast, snappy and relatively empty hole for Paladins and can be 
good fun for someone who has little time to good for a lot of new players. As for whether 
play, time to kill, or is just simply wanting or not we will ever see Survival again is a 
to sneak that one last game in before bed. mystery, it is possible that we see the return 
With the match never being able to run more _ of Survival with different maps while the old 
than 10 minutes, it fits well into the ordinarily Survival maps are being used for Onslaught. 
time wrenching game that is Paladins when 
casual matches of Siege can run for over 20 One of the greatest things about Onslaught 
minutes. is that it also plays very well into the hands 
of a more casual player who doesn’t want 


What maps are being used for Onslaught? to particularly worry about nursing a siege 
The answer is the two maps that were engine to an objective point or sitting ona 
previously used for Survival mode, Primal point and capturing it. Despite the fact that 
Court and Snowball Junction. | am a fan of Onslaught has an objective, it’s much more 


Survival, and Onslaught as a recent addition lenient and could be considered more of a 
has replaced that gamemode, with the maps _ free for all than all of the other game modes. 
also being moved across as well. Although This makes it absolutely perfect for warming 
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fun without disturbing the players who take 
things very seriously. 


Onslaught also has its very own intense 
sound track, which is a trademark of Paladins 
at this stage, the music is always epic and 
really is something that HiRez never fails to 
deliver on. Onslaught’s soundtrack really 
immerses you into the battle and makes it 
feel so important to win and fight for that 
objective towards the end, very similarly to 
the 3-3 soundtrack used for Siege. 


Despite all of the facts pointing towards this 
game being good towards casual players, 
there’s still a good composition and a 

bad composition. Like every game mode, 
Onslaught works best with teams that utilise 
each class in the game, one tank, one healer, 
two damage, and one flank. Obviously this 


Paladins Community Magazine Issue 7 


| = = | 

Gs es Ss 

aljogediio Fey x LE | y= 
— ~~. 7 


wes - ASSISTED 
~ 1 GROVER 
Joalgedi 


[ ASSISTED 
VIKTOR 
eF-Te) 27% 


can be subject to change, two flanks is a 
possibility, or even two tanks and no flank. 
However, much like Siege and Payload, the 
best and generic setup would be exactly that. 
Don’t expect to be holding and maintaining 
this large objective with no tank or healer 

as a full team of damages will just not be 
durable or self-sustainable enough to win 
over the point. 


Overall | feel that Onslaught is a fantastic 
addition to the realm and adds a perfectly 
suiting gamemode that was long needed 
for a lot of players. Despite the fact that it 
removed another gamemode in survival for 
the meantime, it seems like Onslaught was 
a great addition to the Realm. Although, I’m 
still hoping to see Survival again in the near 
future. 


By Michael Parker 
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LETS BUILD 


T¥RA THE UNTAMED 


LL By Lexi MAW ld ddd dddddiiddildiidd, 


Paladins offers a plethora of ways to customise your champion. Beyond the standard fare of 


cosmetics and sprays, the game’s card and loadout system adds a level of depth that can 


be daunting for many new players. In this new series of articles, we seek to shed light on the 


true power that these cards can hold. How to craft loadouts around the style of play that you 


wish to embody. But most importantly, how to discover the hidden gameplay potential that 


lies in the shadows of your favourite characters. This time around, we take a look into Tyra - 


the huntress of the realm. 


BUILD 1: HEAUY HITTER 
LEGENDARY: FIRST BLOOD 


‘First Blood’ is the first legendary card that 
players have the chance to try out when 
playing Tyra. It serves as an excellent 
Supporting card to all of her abilities and 

thus purposes Tyra as an all-round asset best 
suited for maximum damage output on and 
around the objective. Due to Tyra’s lack of 
mobility compared to many other damage 
champions like Viktor or Drogoz, this card is 
perfect for helping her to excel in the medium 
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range encounters she often finds herself in, 
where escape isn’t really an option in her 
portfolio. So for this build, each of her loadout 
cards are focused around keeping her abilities 
ready on the fly to maximise her lifesteal 
Capabilities. 


Three cards in this build do exactly that; 
Ranger, Bandolier and Volatile. Each of these 
reduce the cooldown time of her abilities 
Hunter’s Mark, Nade Launcher and Fire 
Bomb respectively. This best serves her in 
the frenetic and chaotic fights that often 
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persist around the central capture point in 
Siege, with Fire Bomb providing essential 
damage output on the objective itself and 
Hunter’s Mark and Nade Launcher efficiently 
dispatching her foes. With the First Blood 
legendary card equipped, the damage output 
that this provides is key to making most 

use of the card. While you can play around 
with the levels you want to associate with 
these cards, | find they work best at Ranger 
Il, Bandolier Ill and Volatile Ill. This means 
that Fire Bomb has a massive three second 
reduction to its cooldown, so it’s the piece of 
her kit you want to be using most of all. 


But what about the other two cards in her 
arsenal? Well, give her armour and weapon 
some love. To fill the final two slots of the 
build, it is best to adopt Primal Might and 
Locked and Loaded. With her abilities now 
taken care of, these cards simply serve 

as additional support to this build’s focus 
point. Primal Might and its ability to further 
reduce cooldowns when Tyra successfully 
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eliminates her opponents, can lead to very 
rapid procurement of her deadly assets. 
Locked and Loaded helps her achieve these 
eliminations by adding to her clip size in 
every magazine. For these, | recommend 
Primal Might Il and Locked and Loaded Il. A 
nice middle ground. 


BUILD Z: SUPPORT 
LEGENDARY: HUNTING 
PARTY 


Hunter’s Mark is one of Tyra’s most 
underrated abilities. It not only provides a 
damage boost against its target, but it also 
reveals that target in a way that most other 
abilities cannot beside obvious ones such 
as Cassie’s ultimate. The legendary card 
‘Hunting Party’ merely draws emphasis on 
these strengths, by allowing the damage 
boosts that the ability creates apply to 
teammates attacking the target as well. As 
Tyra iS now providing buffs to her teammates, 
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this build focuses around just that. Support, 
tracking and objective are the three keywords 
that this form of the huntress lives by. 


Similar to the previous build, all three 
cooldown reducing cards are present here as 
well: Ranger, Bandolier and Volatile. However, 
much less focus is placed on them in this 
build. Ranger displays dominance here in 
terms of card levelling, with this build served 
best by Ranger III, while Bandolier Il and 
Volatile Il are used. No matter what kind of 
build you are crafting, it’s hard to deny that 
Tyra’s main strengths as a champion is her 
role as a jJack-of-all-trades. With no ability slot 
offering her an escape or mobility mechanic, 
these cards are vital in keeping you alive and 


effective against what are often seen as the 
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more dominating damage characters in the 
meta. But in comparison to the Heavy Hitter 
build, Ranger has the most focus because 

of the legendary card’s massive buff to 
Tyra’s Hunter’s Mark. The quicker you can 
regain the ability, and start revealing and 
weakening enemies for your team, the better 
you are going to serve your purpose on the 
battlefield. 


Favored Quarry is also utilised in this loadout 
for the exact same reason. While the damage 
buff that both you and your team will be 
receiving when a Hunter’s Mark Is active 
won't be altered by this card, it keeps the 
targeted enemy revealed for significantly 
longer. When targeting a pesky flank 
character like Androxus or Skye, this can be a 
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game changer in keeping the odds tipped in 
your favour. The rapid movement that many 
champions are capable of means very little 
when you have a theatre showing of exactly 
where they are and where they’re going. 

From simply how useful it is, this card works 
best at Favored Quarry Ill. The fifth and final 
card very much appears out of place amongst 
the rest but plays to the strengths of the 

build very well. The final card here is Napalm, 
which buffs Tyra’s Fire Bomb to reduce enemy 
healing by even more. This plays into the 
objective focus and supporting role this build 
promotes because the Fire Bomb is easily one 
of the best abilities to clear out an area or 
put some real damage onto Front Lines that 
attempt to hold an objective point. 


By ToniJade92 
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BUILD 3: LONE WOLF 
LEGENDARY: MERCY KILL 


Of course, there’s many people who probably 
like to take a champion out of their element 
from time to time. To stretch the limits of 
their playstyle potential to see what good can 
come from something off meta. For Tyra, this 
is the Lone Wolf build. One of her main flaws 
in comparison to many champions is her 

lack of mobility, so this build aims to solve 
that issue to enhance the effectiveness of 
‘Mercy Kill’ - the legendary card in her pocket 
designed to increase the deadliness that 
brews in her grenade launcher barrel. This 
build was created to not only put Tyra in more 
positions for her Nade Launcher’s buffed 
damage stats to be used more often, but 

also tackle her mobility problem, to give Tyra 
players an experience more akin to a flanker. 
Picking off kills and dealing with the back line 
are your priorities. 


As before, we'll go over the returning cards 
from other loadouts, that always manage 

to just be useful in any situation. This 

time around, those come in the form of 
Bandolier and Locked and Loaded. These are 
expected appearances in a build like this, 
with Bandolier providing a quicker cooldown 
on the Nade Launcher itself and Locked 

and Loaded giving Tyra more ammo to play 
with in the one on one fights she’s bound 

to find herself in. Both of these cards sit at 
Bandolier Il and Locked and Loaded II. No real 
focus needs to be put on them, but they are 
incredibly useful to have nonetheless. But 
this is when the build starts to become more 
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By ToniJade92 


unconventional. Instead of the emphasis 
placed on cooldowns in both the Heavy Hitter 
and Support builds, Lone Wolf expressly aims 
to keep Tyra’s base movement speed up as 
well as her reload speed in places. 


Her movement speed boosts come in 

the form of two cards: Incensed II, which 
increases her movement speed 16% for 
three seconds after using her fire bomb, and 
Tracker IV, which increases her movement 
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speed by 20% while Hunter’s Mark Is active. 
This helps her to close the gap on faster 
moving enemies, especially when it comes 

to any targets she marks with Hunter’s Mark. 
This plays a crucial role in making her viable 
as a hybrid flank champion. But there are also 
going to be many times where movement 
speed won't be enough for her to finish off 
every kill she needs to, so the final card of 
the build, Quick Release Il, aims to solve that 
problem. This will give Tyra increased reload 
speed straight after using her Nade Launcher, 
meaning that she can unload her clip into 

a target, hit them with the legendary card- 
buffed Nade Launcher, and quickly equip 

a new magazine to deal any finishing blow 
necessary. 


Use these builds as templates to experiment 
with Tyra. Her powerful and large array 

of armaments means that each of these 

play styles can work great across certain 
maps and against certain enemy team 
compositions, so trying them out and making 
small adjustments that you may seem fit can 
help keep Tyra as a fun champion to play with 


plenty of replay value. 
By Lexi 
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THE MIDNIGHT THIEF 


LL ih hhh sgddsiddcddccddccccacccdcccccccdacdadaacadaadaadacaadadadde By Lexi MMzLWUMM didi ddd diidéiiddiiddiilii, 


The air was thick with tobacco smoke in the 
depths of the Black Rooster Tavern. Its slick 
wooden walls were bathed in a murky amber 
glow from the candles perched above. Lex 
ran his fingers across his pistol, his blue eyes 
fixated upon the seemingly innocent yet 
scheming face on the poster before him. He 
was sat comfortably at the bar, perched atop 
his stool as the bartender poured yet another 
drink. There was a clear unease amongst 

the other patrons around him however, an 
unease resembled in the bartender’s shaking 
hand as he attempted to pour. 


“You know uh, it’s clear you’re not going to 
be getting any more information out of this 
old place.” The bartender finally spoke up 
with a thick accent, offering a small smile. 
“There’s a reason that bounty is so high after 
all. People just can’t seem to be able to catch 
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her. An unfortunate thing really, you know?” 
He laughed nervously. The firm stare he 
received from Lex silenced him immediately, 
his short plump body shuffling in place. 


“1 don’t know why you think I’m not up for the 
job. | have a long track record of... dealing 
with those who are a threat to justice. You 
know that, mate. Everybody here does.” 
Lex’s fingers traversed down the barrel of his 
prized armament, before wrapping around 
the trigger. “So how about you explain to me 
your involvement with the Blades, eh? A nice 
little friendly chat.” His blue Circlet glistened 
as he cocked his head to the side, scoffing 
slightly at how quickly the bartender had 
frozen up. “Believe me, | have one bounty to 
hunt so you're safe for now. But only if you 
speak up when | ask.” 
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“Alright look Justicar, | don’t know nothing 
about the kind of stuff they were doing, | just 
know they compensated me well enough for 
me to turn a blind eye to the cellar while they 
used it.” The bartender rubbed his hands 
together. “I'll leave the keys here if you 

really want to snoop around but they haven’t 
been there for months. Honest! | didn’t feel 

a need to say anything before because of 
that but now, uh, you know...having a gun 
pointed at you tends to help you remember 
things.” Another awkward laugh poured from 
his mouth as he dropped the key onto the 
counter and shuffled to the other end of the 
bar to serve a patron. The bartender visible 
shook his head as the patron stared down Lex 
with a furrowed brow and gnarly teeth. 


Lex sighed and swiped the key, holstering 
his pistol beside its twin as he made his 
way through the sea of tables towards 
the cellar door. His expertly crafted and 
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ornately decorated pieces of armour and 
fabric created a stark juxtaposition to the 
torn brown ponchos and rags clinging to the 
bars more regular clientele: the damned, 
the exiled and the broken. A dozen faces 

of either jealous or rage tracked Lex as he 
pushed on, turning the key and opening the 
cellar door with a creak. The stairwell down 
was shrouded in shadows and the tendrils of 
light from the candles slithered away from 
the entrance as if an invisible barrier refused 
them access. “Alright ‘master of Blades’, let’s 
see what you’re made of.” He set about the 
precarious journey down. It was pitch black. 
He tried to light a candle, or a lantern, or 
even overcharge his crystals to provide a 
light, but the darkness was a thick blanket 
that refused to move. He noticed a splash 
when he finally set foot off the staircase - 
the whole cellar seemed to be flooded. He 
grunted, pushing on with what little visibility 
he had to work with. 
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The cellar was humid, the air thick and 
musky. Lex scanned the ground ahead of 
where he was stepping. He stopped in place 
when he spotted something in the shallow 
water around his boots. He squatted down 
and squinted his eyes, reaching down into 
the water and drawing out a number of small 
gold coins. “Hm...” His ears pricked up at 
the sounds of heavy boots sloshing around 
to his left, instantly drawing his pistols in the 
direction of the sound when a knuckleduster- 
covered fist came soaring through the dark 
veil toward him. In a blink, Lex brought his 
arm up to block, the thick metal bracer 
absorbing most of the impact as he launched 
a counter assault. Lex span on the spot, 
making sure to close the distance between 
him and the attacker. He shot his arm 
forward, feeling his hand come into contact 
with fabric and he reeled it in. Wearing the 
fabric was the same bartender who had 

just been serving him, his teeth gnarled to 
compliment his predatory scowl. “You!” Lex 


shouted, tightening his grip further as he kept 
the bartender within the small visible area he 


had to work with. 


“Not allowed to let you leave here, lawman. 
And | ain’t about to let a few pathetic little 
shiny toys scare me out of Some good coin.” 
The bartender growled before attempting 
another swing at Lex. 


Lex saw it coming, grabbing the bartenders 
attacking arm and holding it in place. He 
dared a brief glance down, seeing a purple 
crystal of some kind in the palm of his hand. 
Deep within the mysterious object, a glow 
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seemed to pulsate and pour wisps of energy 
outward. In a second of quick thinking, Lex 
Snatched it and let it drop to the floor. He 
crushed the crystal under his boot. His ears 
were instantly and unceremoniously filled 
with a high-pitched blast of wind flying past, 
the darkness receding like a cowardly goblin. 
Lex’s blue eyes widened as everything fell 
into place; the cellar was littered with gold 
and jewellery, many of the cider barrels 
having been upturned to double up as seats 
around small tables. Across the cellar from 
the Justicar however, lay the prize. A small 
girl dressed in a long navy coat squatted 
atop one of the tables. Purple crystals similar 
to the crushed one underneath Lex’s boot 
decorated the fabric, a number of small 
knives and curved daggers holstered across 
a dull brown belt. Her small, cat-like eyes had 


By ToniJade92 
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quickly turned from conniving to fearful as 
the darkness cleared. 


“Crew! We've been ousted! Bail, bail!” She 
shouted, her high-pitched voice drenched 

in a thick french accent. Tossing a dagger at 
Lex before leaping off of the table towards a 
backdoor. 


Lex leaned heavily onto his left side to 

avoid the flying blade, raising his pistol 

up to stop her in her tracks. However, this 
gave the bartender ample time to push his 
weight against the lawbringer, attempting 
to force him to the floor. Lex’s head snapped 
right round, instead hitting the bartender’s 
forehead with the butt of his weapon with 
such force that the short man almost 
instantaneously collapsed to the floor beside 
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Lex. The shallow water was whipped up all 
around him, churning and bubbling as the 
sound of the pink-haired thief smashing 
open the backdoor was joined by a series of 
other back alley urchins rushing to the door. 
They seemed to leak from hidden crevices 
in the cellar walls while Lex tried to readjust 
his aim. He fired off a shot, a beam of blue 
plasma zipping through the air and ping 
against the doorframe. The pink-haired girl 
visibly flinched, tripping through the doorway 
as she tossed another dagger back at Lex. 


“You have been sentenced!” Lex snarled, 
barely reacting as his aim rang true and 
another shot from his pistol was able to 
shatter the approaching dagger into two 
pieces. He made a sprint toward her, jumping 


and sliding across one of the abandoned 
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tables in his path. He brought up both guns 


and aimed towards the various escaping gang 
members, his fingers tingling from the rising 
heat of the crystals inside the barrels as they 
began to reach full power. His focus was 
dead on this pink-haired child; she was the 
clear leader. “Nobody escapes the LAW!” His 
voice echoed across the building, his crystals 
dispelling their energy across every target 

in front of him. A number of the thieves fell, 
groaning as their attempt at a hasty exit 

had come to a complete halt. Lex’s shots 

had effectively crippled them. He squinted 
his eyes, only to growl in frustration and 
make a sprint for the door; the girl was not 
amongst them. She had already disappeared, 
somehow. 
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Lex followed the stairs up from the backdoor 
to the cobbled streets above, all drowned in 
the silver fire of the moonlight. The girl was 
gone. The speed at which she had made her 
escape left Lex baffled as he lowered his 
weapons and cursed the gods. 


“Sorry kitten...you may be tough, but even 
you can’t hope to govern my streets.” The 
girl’s distinct voice rattled around in his brain. 
His gaze darted from alley to alley, rooftop 

to rooftop, but could not see her. “Now go 
and take your silver spoon elsewhere to get 
your fix, oul?” And just like that, it was silent 
again...the wind being the Justicar’s only 
companion on the empty street. 
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PALADINS ESPORTS VIEWER 
GUID 


Lieb bbb bsidddcdddddddccccccdccccccccccdcccdcddacdacacaadcaddadda By Jacob Russell MMMM, 


| like to think of Paladins esports as my child, | want it to grow up big and strong beyond its 


wildest dreams. Although it will likely never reach the heights of LoL or CS:GO, | definitely 


think that Paladins esports hasn't peaked yet. How an esports scene grows Is by getting more 


viewers (obviously), but new viewers might turn away if they can’t get a grip on what they’re 


watching. In order to prevent that from happening for future Paladins esports viewers, | decid- 


ed that it would be best to write something to give them the basics. 


If you play the game, you already know a lot 
of this stuff. This guide is meant for people 
who haven’t entered the Realm just yet. 


MAP AND CHAMPION 
DRAFTS 


Before we even get into the match itself, 

it’s necessary to go over the game before 
the game. The map draft is the first order 

of business, as it is the first opportunity for 
one team to try and get the advantage over 
the other. It’s well-known that GankStars has 
always favored Frog Isle, as they always use 
their seeding advantage to make this the 
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first map played in every series unless it gets 
banned. Not only does the top team get the 
first map pick, but they also get the first map 
ban. Following that, as you would expect, is 
the map ban for the lower seeded team. The 
second map is chosen by the lower seeded 
team, while the map of the rubber match 

is chosen by the loser of Game 2. It’s also 
important to note that the team who picks 
the map also chooses if they receive the first 
champion pick or not. 


As for the champion draft, here’s how the pick 
order goes. By the way, Paladins has NO BANS 
(for now, bans are being tested on the PTS). 
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e Team 1 picks their first champion. 


¢ Team 2 picks their first two champions. 


e Team 1 picks their second and third 
champions. 


e Team 2 picks their third and fourth 
champions. 


¢ Team 1 picks their last two champions. 


e Team 2 picks their last champion. 


Now with the champions getting picked in this 
draft, the most important thing if you’re a new 
viewer is to understand the four classes in 
Paladins: 


Front Line champions are what you would call 
“tanks”, they usually have shields to defend 
their allies to go along with their large health 
pools. They receive bonus credits when 
standing near the objective and are identified 
on the champion draft screen with a shield. 
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Supports are what many call “healers”, so 


they obviously heal their allies while also 
providing a fair amount of crowd control to 
peel enemies off their backline or to set up 
kills. They receive bonus credits for healing 
allies and are identified on the champion draft 
screen with a “plus sign” that signifies healing 
in many games. 

Damage champions are your typical “carries” 
that stand behind their frontline and dish out 
damage to enemies at range. They receive 
bonus credits for damaging enemies and are 
identified on the champion select screen with 
a sword stabbed into the ground. 


Flank champions are your typical “assassins” 
that go out of their way to dive the enemy 
backline and get kills to relieve pressure off 
their team’s frontline. They receive bonus 
credits for getting the killing blow on enemies 
and are identified on the champion select 
screen with three daggers. 
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PRE-MATCH ROUTINE 


The first thing that the casters/spectator 

will likely show you as they get into the 
game is the legendary cards. Legendary 
cards are the icons next to each champion 
portrait on the edges of the scoreboard. On 
top of their regular 5 card loadout, every 
player must select for their champion one of 
three legendary cards. These cards will add 


e Defense items items either give you 


damage reduction from a certain type of 
damage (Blast Shields for AoE [a shield 
facing the right], Haven for Direct [a shield 
with wings]), help you see invisible enemies 
in a larger radius (Illuminate, the ninja/ 
assassin), or reduce the duration in which 
you're hit by crowd control (Resilience, the 
broken chain). These items will have a light 
blue background for their icons. 


a specific effect to a single ability on that 
champion, it’s a great way for players to refine ¢ Utility items either reduce the cooldown of 
their playstyle even more. either your abilities or ultimate (Chronos 
for abilities [the hourglass], Morale Boost 
The second thing you'll see when looking at for your ultimate [the lady with a sword]), 
the scoreboard at the start of the match is the give you bonus movement speed (Nimble, 
title below each player’s IGN. This is only a the running boot), or increases the speed of 
cosmetic and just indicates that the player has your mount (Master Riding, the man riding 
at least Level 20 on that champion. If you’re a horse). These items will have a yellow 
interested in which titles correspond with each background for their icons. 
champion, check out this Paladins Wiki page. 

¢ Healing items either give you health for 
Finally, you'll see which item each player killing enemies (Kill to Heal, the icon with 
chose to purchase with their 400 starting the lady in the center and health signs 
credits. Items vary in price from 200-400 around her), give you lifesteal (Life Rip, the 
credits per level and can be upgraded up icon where life is being taken out of a man’s 
to level 3 and can be divided up into four chest), increase your out of combat healing 
categories: (Veteran, the sword in the ground), or 
increase the healing you receive from allies 
(the knight holding a health icon). These 
items will have a green background for their 


icons. 


e Attack items either give you the ability to 
reduce an enemy’s healing (Cauterize, the 
health icon falling apart), lets you deal more 
damage to shields (Wrecker, the broken 


shield), soeed up your reload (Deft Hands, 
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the hand holding a bullet), or increase the 
damage you deal to deployables (Bulldozer, 
the turret). These items have a red 
background for their icons. 


CAPTURE POINT OBJECTIVE 


You might be thinking at this point: “WHEN 
ARE WE GETTING TO THE FIGHTING 
ALREADY?!?!”. The time has come, as there’s 
now a point to capture and both teams want 
those coveted 300 credits. Before they can 
get their next payout, they need to reach 100 
points on the objective. 


This is obviously done by having someone on 
the objective uncontested, just know that the 
max capture rate is with one person standing 
on the point. If the score is even, it takes 

34 seconds to capture the objective, as you 
gain 3 points per second towards your 100 
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point goal. One thing that you have to know 
as well is that there is a comeback mechanic 
for the capture point objective. If the team 
that is currently losing is on the objective 
uncontested, they gain 4 points per second 
instead of 3, meaning they can secure the 
point in 25 seconds. The result of someone 
capturing the point (as long as the score 
wasn’t 3-3) is the spawning of a payload and 
the capturing team getting those sweet 300 
credits per player. 


PAYLOAD OBJECTIVE 


Now that the payload has spawned, you'll see 
that there’s now a bar at the top of the screen 
instead of the two smaller ones you saw 
previously. The key for the attacking team is to 
fill up that bar with its team’s color. They have 
to pull that off during the allotted time below 
said bar. If the arrow above the bar is pointing 
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to the right, it means that the payload is being 
moved in the right direction for the attacking 
team because no defender is contesting 

it. Obviously, the arrow pointing to the left 
would be in favor of the defending team, this 
happens after a member of the attacking team 
hasn’t touched the payload for 5 seconds. 


The pushing team gets one point if they can 
push the cart all the way to their opponent’s’ 
base while the defending team gets a point 
for defending the push successfully in most 
situations. When the defending team doesn’t 
get a point for succeeding is if the score is 3-3, 
as you can’t win the game on defense. 


POST-MATECH STATISTICS 


At the end of each game, the production team 
shows viewers the “scores” screen. A lot of 
analysis about the game can be taken from 


Paladins Community Magazine Issue 7 


this screen, aS seeing what players have the 
most credits will tell you who fulfilled their role 
the best. You can also assess the performance 
of DPS players by their K/D/A, kill streak, and 
damage. Front Line players are judged by their 
objective time and shielding while supports 
are obviously measured by how much they 
healed their allies over the course of the 
match. 


As for learning the game in way more detail, 
the best way to do that is to try the game for 
yourself. The game (as you likely know) Is free 
to play, meaning there really is no harm in 
giving it a chance. Heck, watching pro games 
before you start playing may put you on the 
right path to performing well and becoming 
invested in the game. Whether you choose 

to play the game or just be a casual viewer, | 
thank you for your interest in the Realm! 


By Jacob Russell 
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Four teams from Europe and 4 teams from North America fight for a chance to play against the 
best of the best in Dreamhack Valencia. In Europe, GankStars and District 69 are the favorites 
to advance due to their sheer strength from earlier tournaments. Flash Point Esports and WASD 


Sports are two new teams eager to make their mark on the Paladins scene. From North Amer- 


ica, rivals Team Cryptik and Denial Esports aim for that number one spot and bragging rights. 
Dare Rising and Swarm are underdogs who are just looking to take a few games off the top 


two. 


Week 1 kicked off with the first set of 
GankStars vs. WASD Sports. The first match 
took place on Frog Isle and GankStars took 
the match 4-1. WASD Sports’ problem started 
during their drafting phase. They locked 

in Kinessa after GankStars had locked in 
Androxus, meaning that Kinessa would have 
to go up against her greatest weakness. 
SunCommander took advantage of this 

and was able to zone out Mutustiina and 
Creativs2 and make their picks ineffective. 
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The second match took place on Jaguar 

Falls, where GankStars displayed amazing 
sense of teamwork. The shotcall to have 4 
members through the side entrance of the 
map completely surprised WASD Sports that 
completely decimated their team. Thiel landed 
two clutch hooks that caught both Mustiina 
and Spunkii and made quick work of them. 
Laizy took Bomb King’s mobility to another 
level and rotated all over the map to make 
clutch picks. GankStars took the second game 
4-0, leaving WASD Sports no room to breathe 
through their aggressive onslaught. 
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The second set had GankStars vs. Flash Point 
Esports. The first match was played on Frog 
Isle and was extremely close. Both sides 
displayed high individual skill and teamplay; 
the game could have went either way. Cybe8 
was a huge threat against GankStars and did 
not allow SunCommander to walk all over 
him. During a hard push, Flash Point Esports 
nearly had a 2-0 lead if it wasn’t for the smart 
decision making made by Thiel and Bird. Thiel 
used his ultimate in order to reset his health 
and to stay longer on the point. After his 
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death, Bird swiftly stealths and stands near 
the payload, giving another opportunity for 
his team to spawn and fight back. Laizy and 
SunCommander respawn and mow down the 
remaining members of Flash Point Esports 

to make the first game 1-1. Cybe8 does 
extremely well throughout the match, landing 
a triple kill that allows his team to have a 3-1 
lead over GankStars. However, later on during 
the game, Fisheko makes a crucial mistake 
that leads to his death and leaves his team 

in a 4v5 disadvantage. GankStars capitalized 
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on that opportunity and made the game 

3-3. Lastly, GankStars was able to secure 

the win due to the immense pressure from 
Laizy as Bomb King. Another instance where 
Bomb King;s mobility and power shine in the 
hands of the right player. GankStars take the 
second game as well, 4-2 on Jaguar Falls after 
SunCommander and Laizy continued to bully 
and zone Flash Point away from the point. 
Fisheko tried his best to salvage the game but 
it was all for not as his team crumbled once he 
died. 


The last set of the day had District 69 vs Flash 
Point Esports. Game 1 took place on Stone 
Keep and Flash Point decided to go with one 
frontline, two damage, one flank, and one 
support against the double frontline meta. It 
ends up backfiring heavily against them, as it 
was extremely difficult for Flash Point to stay 
on the point and challenge for it. As well, due 
to the pressure displayed by District 69, Flash 
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Point played way too passively to contest for 
anything. District 69 took the match 4-1. In 
Game 2 on Jaguar Falls, District 69 heavily 
out rotated Flash Point and displayed superior 
positioning, teamfighting, and target priority. 
These factors led to an easy 4-0 win for 
District 69. 


NORTH AMERICA 


Week one started off with a highly anticipated 
set between Team Cryptik and Denial. The 
first game took place on Fish Market, where 
PrinceDannyTV took the match into his 

own hands as Androxus and aggressively 
continued flanking the backline. However, 
Team Cryptik was able to calm down and 
start to play aggressively to take the point 
and to push the payload. In response to this, 
Denial Esports began to make desperation 
plays that had no impact, as not all members 
followed through and they lost the point. 
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WarDoom had an impressive game as Barik 
and iDropBodies gets a quadra kill as Ruckus 
when each member of Denial Esports rushed 
to the objective 1 by 1 instead of grouping. 
The first game showed how these teams are 
the best and ended in Team Cryptik’s favor 
4-3. Game 2 on Brightmarsh was a different 
story for Denial Esports. Throughout the game 
Denial began to fall apart since they couldn’t 
match the damage of Team Cryptik and were 
constantly getting picked off. Kusqt taking 
Grohk was a great counter against Makoa 
since Totemic Ward made it so Makoa couldn’t 
hook allies in the totem. This was the main 
reason that they took the match and set over 
Denial winning with a surprising 4-0 score. 


The second set had Team Cryptik facing off 
against Swarm. Cryptik shut out Swarm 4-0 

in the first game on Frog Isle. Swarm was no 
match as Cryptik, as they were unable to rush 
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the point several times and when defending 
it looked like they had no clear and concise 
plan in sight. Swarm have to work on their 
strategy, positioning, and shotcalling if they 
want to have a chance to play against the 
best teams in Paladins. Game 2 took place on 
Serpent Beach where yet again Swarm played 
way too passive and rarely defended against 
the payload. Cryptik were able to successfully 
zone Swarm away from the point without 

any contention. After having the enemy play 
in their hands, Cryptik secured the win and 
finished off the set with another 4-0 victory. 


The third set had the two weakest teams of 

the tournament face each other off, Swarm vs 
Dare Rising. Game 1 took place on Frog Isle 

and two players who stood out the most from 
this game. F1YR of Swarm got 10 solo kills as 
Androxus and played perfectly throughout the 
game, constantly taking out the back line and 
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even getting a quadra kill while defending the 


objective. However, Dare Rising’s Protection 
stood out, but not in a good away. Protection 
was unable to make any impact on Drogoz 
and it set their team back a game after Swarm 
took the game 4-3. The second game was 
another close and intense match on Frozen 
Guard. Dare Rising followed Flash Point’s 
strategy and had two damage carries instead 
of two frontlines. Flash Point lost major points 
after they were very slow in contesting the 
objective after losing the very first teamfight 
of the round. Swarm was able to pull through 
in a 4-3 victory after MrHazee engages with an 
incredible Seris ultimate that allowed his team 
to follow through and escort the payload. 


The set that everyone had been waiting for 
between GankStars and District 69 was well 
worth the wait. Three long matches that 
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ended up with GankStars being the victors. 
The first match took place on Frog Isle and 
had District 69 crushing GankStars 4-0. Bugzy 
and PERDO were consistently taking out the 
backline and kept being a huge annoyance to 
GankStars. GankStars made a questionable 
pick by choosing Cassie even though they had 
no one that could consistently whittle down 
the shield District 69 had. The second game 
had District 69 running three frontline comp 
which made them tankier in exchange for less 
damage. Having less damage was not a good 
pay off since they had extreme difficulties 
just attempting to stay on the point. The lack 
of damage allowed GankStars to play more 
aggressive and take the match 4-0. Game 3 on 
Serpent Beach showed how much these teams 
wanted to win. The game goes all the way to 
a 3-3 tie and only one team can come out on 
top. District 69 switched strategies and chose 
to go for comfort picks. District 69 started 

off strong by collapsing on top of GankStars 
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and making major picks. GankStars would 
not have won if it wasn’t for Bird. His Seris 


ultimate single handily saved GankStars hopes 


for a win. With the huge bursts of morale, 


GankStars were able to make a comeback and 


take the game 4-3 and leaving victorious. 


The second set had WASD Sports facing off 
against District 69. Playing the first match on 
Jaguar Falls, PERDO stood out the most by 
constantly flanking and making picks against 
the backline of WASD Sports. District 69 as a 
unit were able to make constant rotations to 
surprise the enemy team and Gerrah made 
clutch stuns in order to stop Mutustiina from 
ulting as Lex. District 69 was able to take an 
easy win ending the game 4-0. The second 
game on Serpent Beach was no different 

as PERDO still had a major influence for his 
team’s success as he gets the first pentakill 
of the qualifiers to succeed in capturing the 
point. Constantly weaving back and forth 


between WASD, it looks like he was toying 
with them and District 69 take the set, winning 
the final game 4-1. 


The last set of the week had WASD Sports vs 
Flash Point Esports. In the first game on Jaguar 
Falls, Flash Point constantly kept rushing 1 

by 1 as a desperate effort to catch the point 
instead of regrouping and creating a strategy. 
By going in 1 by 1 it made it easier for WASD 
Sports to target those individuals for easy 
kills. By not grouping, the game was already 
lost for Flash Point, WASD took the first game 
4-1. The second game was not different on 
Serpent Beach, as Flash Point attempted to 
surprise WASD by taking a Viktor pick. The 
combo between Viktor and Seris gave Cybe8 
a pentakill but it was not enough for them to 
take the win. Cybe8 had a chance to stall the 
game but he hesitated to use his ult and it 
cost his team the game, 4-2. 
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The first set of the second week pitted 

Dare Rising vs Team Cryptik. Fighting on 
Brightmarsh, iDropBodies and WarDoom 
continue to mow down Dare Rising to fight 
and defend the point. Protection yet again 
was very underwhelming and it truly held his 
team back. WarDoom again gave his team 
the 4-0 victory after getting the turret setup 
and ultimate that Dare Rising had no answer 
for. The second game was a change of pace, 
as it took place on Ice Mines. Kusqt stood out 
the most by allowing his team to survive Dare 
Rising’s damage and his ultimates were a 
huge factor that helped them win the second 
game by a score of 4-2. 


The second set had Denial Esports face off 
against Dire Rising. Playing the first match 
on Stone Keep, both Bitey and Stolzey got a 


> 
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triple kill that gave Denial that extra nudge 
to convert the payload. Stolzey constantly 
applying pressure and positioning up in the 
high ground made Dare Rising play extremely 
passive. Dare Rising had no coordination and 
were easily swept by Denial.Denial continued 
to repeat their success on Brightmarsh, as 
they once again got out the brooms against 
Dare Rising. Dare Rising’s weaknesses 

were exploited due to having no teamwork, 
shotcalling, or coordination and playing 
extremely passive. Denial could do whatever 
they wanted because no one took charge for 
Dare Rising. 


The third set had Denial vs Swarm on maps 
Stone Keep and Frozen Guard. Denial wins 
both instances 4-2 and 4-0 after Denial 
constantly harassed and zone Swarm 

away form the objectives. Swarm played 
extremely passive and allowed Stolzey and 
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PrinceDannyTV to walk all over them. Swarm 
needs to have a Set shotcaller that can 
address their passive problems and at least 
attempt to do something rather than just 
waiting to die and lose. Waiting for an enemy 
to make a mistake is extremely hard to do ina 
shooter game. Swarm can’t use MOBA tactics 
if they are looking to win. 


GankStars and District 69 meet again in 
Jaguar Falls and Frog Isle for another set. 
GankStars achieve a great start after Lasizy 
flanks Bugszy and takes him out before 
either side began to fight. Afterwards, Laiszy 
jumps to the back line and coordinates with 
his team to collapse on the enemy. Laiszy 

is MVP for his team due to constant picks 
and using the mobility of poppy bomb to 

his advantage. Having the one damage role 
with three frontlines worked tremendously in 
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GankStars favor as Laiszy was able to do his 
job and constantly evade death. GankStars 
take the first match 4-3 after great efforts 
made by Laizy. Using the same strategy, 
GankStars trust Laiszy to consistently deal 
damage against District 69 and to be a huge 
thorn District 69’s backside. During the second 
game, Laiszy uses his ult in conjuction with 
poppy bomb to create an amazing ult to help 
push the payload. Gerrah whiffs his ult and 

it proved to be a fatal mistake as GankStars 
capitalized on that mistake. These type of 
mistakes hurt a lot as District 69 failed to take 
the revenge win, losing to another close match 
of 4-3 to GankStars. 


District 69 play the next set against WASD 
Sports. The first match is played on Serpent 
Beach and Kamyker plays a lackluster Ruckus 
that showed clearly. PERDO keeps on flanking 
the backline and succeeding in taking them 
out. However, WASD combined ultimates 


The Game On Magazine 


of Seris, Evie, and Androxus to regain the 
objective. Despite this effort, District 69 take 
the first match 4-2. The second match was 
on Stone Keep and again WASD chooses 

to pick up Ruckus and go for Buck instead 

of Androxus. This is proven a fatal choice 

by them as PERDO’s Androxus dealt major 
damage against them. As well, Bugzy played 
one of his best games of his life by landing a 
majority of his fire spit shots. District 69 take 
the set winning 4-0. 


The final match of the week had WASD Sports 
face off again vs Flash Point. Game one on 
Serpent Beach had many major mistakes 


made by WASD Sports. Spunkii chose to leave 


his team and to chase a low health target. By 


doing so, his team who is trying to capture the 


point is left without a healer and Flash Point 
capitalizes on that fact. Whenever Fisheko 
and Cybe8 got flanked, the other person 
immediately reacted and went to help his 
teammate. This type of awareness allowed 
Flash Point to not get collapsed by WASD 
Sports. Flash Point takes the game 4-1. The 
second game takes place in Jaguar Falls and 
all members of Flash Point played this game 
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beautifully. They were all able to do their 


roles effectively and not panic. Flash Point 
constantly zoned WASD away from the point 
and made them frustrated. WASD started to 
waste ults on single targets and chasing kills 
instead of saving their ults and coordinating 
it with their team, Flash Point wins 4-1 over 
WASD Sports after playing a smart game. 


After these three weeks, the standing show 
that GankStars and District 69 qualify for 
Dreamhack Valencia! WASD Sports and Flash 
Point Esports can use the remainder of the 
qualifiers in an attempt to improve their 
weaknesses to compete against GankStars 
and District 69. 


NORTH AMERICA 


The third week in NA had Team Cryptik vs Dare 
Rising in Jaguar Falls and Fish Market. Cryptik 
takes both games 4-1 and 4-0. Both games 
had Dare Rising playing Cryptik’s game. 
Unable to fight back, unable to pressure, 
unable to do anything, all Dare Rising could do 
is allow Cryptik to beat them. Protection yet 
again has another lackluster series that makes 
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it questionable whether or not if he would 

be fit for pro play. Dare Rising has to have 
strategies in play and not play like a typical 
competitive match. These are not all players 
that don’t have mics and don’t communicate. 
They have a chance to call everything out and 
they should take time to improve on that skill. 


The second match had Dare Rising vs Denial 
esports and Dare Rising had no answer for 
Denial’s team comps. Both games Dare Rising 
could not do anything and were constantly 
getting outplayed and out rotated by Denial. 
Poor Positioning costed Dare Rising as they 
constantly left DarkRider to be alone, which 
was an easy target for Denial. To make 
matters worse, Denial soawn camped Dare 
Rising until they took the win. Both games 
were a 4-0 victory for Denial. 


The last match of the week had Denial vs 
Swarm. This was Swarm’s final chance for 
an attempt to go to Dreamhack Valencia. 


Unfortunately, it was all for nothing for Swarm. 
Both games displayed Denial’s dominance 

of winning 4-0 in both games. Stolzey and 
PrinceDannyTV constantly made plays 

that worked out in their team’s favor. They 
separated the support from the team for an 
easy target. After assassinating the support, it 
made it easier to just collapse on Swarm and 
to kill them all. Denial coordinated and did 
not use their ults for personal gain but rather 
saved them all for an opportunity to win the 
game. Ults in Paladins are very precious as it 
can greatly change the tide in battle. Denial 
constantly showed tremendous pressure, 
coordination and teamplay to take the series 
and earn a spot in Dreamhack Valencia. 


Both GankStars and Denial Esports will have 
an opportunity to go to Dreamhack and put 
their skills against the best of the best. Swarm 
and Dare Rising can take this opportunity and 
use it as a chance to grow as a team. 


By Emanuel Juracic 
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INTERVIEW OF ERIK BIRD 
SJOSTEN 


CAPTAIN AND SUPPORT OF GDANKSTARS 


OLE i bh habs sddcdidcdcdddddddddccdccccacacdccacaccaaaadaaadadaddadde By Jacob Russell MWldddddddddddddisddsdsésséséésdéiéiiliij, 


Bird has always been at the top of the Paladins competitive scene no matter what name his 
team plays under: Torpedo, Burrito Esports, Carbon Six, 50 Shades of Snek, and now Gank- 
Stars. That’s why I’m very excited to have him grace us with an interview this issue, as he’s 
likely the biggest name we’ve had thus far. With this very special interviewee comes a very 
special process to formulate questions! | made a post on /r/Paladins asking for questions and 
you guys delivered. Before you ask: No, | didn’t ask about the size of Bird’s “snek”? All I’m 
gonna say to /u/kapOww Is that ! respect a man who swings for the fences. Either way, thank 
you for your participation and | hope you guys enjoy the more appropriate questions. 


Submitted by /u/ItsNyxus: What exactly mation back and forth all within a few hours 
do team captains do and Is it particular- can bea tall order sometimes. 
ly stressful? 

Submitted by /u/Mgspenguin: Which role 
Being a captain is a combination of multiple do you think is the hardest to play com- 
tasks, none that are particularly stressful. The petitively? 
stress of being a captain comes from combin- 
ing multiple elements, especially on a time | don’t think there’s any role that is the hard- 
limit. Making sure that everyone on the team est per se, but each role definitely has its 
is on the same page, trying to get important most difficult attributes. DPS players usually 
information that you need, and relaying infor- need to have great mechanical skill and al- 
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ways be at the top of their game. Tank play- 
ers need a lot of game sense and understand- 
ing a multitude of situations. Supports need 
to be focused and aware of their surroundings 
at all times. Depending on your own style of 
play, each of these will be more difficult than 
others. 


Submitted by /u/Delta_epsilon17: How 
do you get into the competitive scene 
and what are some important things you 
need to have in order to be successful? 


Getting into esports is no different than any 
other job really, most of it comes from con- 
tacts. You can be the best player in the game 
while still going unnoticed, and you can be 

a mediocre player on a great team. What it 
comes down to is starting small with whatev- 
er team you can find and working your way 
up. While it may take some time, eventually 
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someone will notice your performance and 
you'll be on more people’s radar. 


Submitted by /u/kikesiyO: How many 
hours do you spend per day with your 
team, either practicing or just chatting? 


As a team we usually have 3 hours of team 
practice scheduled every day, but we tend to 
spend more time together anyway. Usually 
we'll play some casuals or ranked together 
throughout the day or after our team practice 
- or sometimes we just hang out and play oth- 
er games to relax. | think in the last week I’ve 
probably spent a full work week chilling with 
my teammates. 


Submitted by /u/Asmyth: What is it 
about Paladins that you enjoy so much 
that you’ve made it such a huge part of 
your life? 


The Game On Magazine 


To me Paladins has always been a good mix 


of elements | enjoy from other games. | love 
playing FPS games but | also enjoy the more 
strategical elements of MOBAs which Paladins 
incorporates in some ways. I’ve also found 

a lot of enjoyment from seeing the game 
change and evolve from its initial beta form, 
the game always feels fresh. 


What ONE thing would you change about 
the game if HiRez gave you the “master 
key”? 


For the most part | trust Hi-Rez to make the 
best game they can, so | probably wouldn't 
change much. | think the one thing the game 
lacks the most is feedback on taking damage. 
The visual and audio cues are a bit lackluster 
and it should be way easier to tell how much 
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damage you're taking, from where, and from 
what. 


What was your team’s organization 
search like? I’d imagine that you got a 
lot offers that made things hard, why 
did you guys decide to pull the trigger 
on GankStars? 


Well unlike many other games, teams in the 
Hi-Rez ‘sphere’ aren’t in any need for organi- 
zations. Hi-Rez is generous to their competi- 
tive players and offers them the ability to go 
to events and compete in tournaments at no 
expenses. Because of this we’re able to talk 
to potential sponsors in a more structured 
manner and really lay out our needs. 
GankStars were able to meet our needs and 
we felt like they provided a good opportunity. 
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We’re glad to be a part of them, as we have 
similar mentalities and they support us in 
whatever way possible. 


You’re obviously a support main when 
you’re playing competitively, but who do 
you like to play in casual games? 


Well anyone that’s been on my stream will 
know that | play just about everything but 
support when | play ranked or casuals. While 
support is my favorite role, it just doesn’t pro- 
vide that extra carry-potential that other roles 
do. For the most part | like playing various 
damage dealers: Androxus, Cassie, and Dro- 
goz are all champs you'll see me on a lot. 


You’ve found yourself at a lot of LANs 
over your Paladins career, what’s your 
favorite memory of any of them so far? 


| don’t think | really have a favorite memory. 
While going to the various LAN events has 
been great, | feel like every day we’re met 
with new challenges as a team and we over- 
come them one-by-one. To me, those are my 
favorite memories. 


> 


Do you have any experience in other es- 


ports? 


| got into Paladins through SMITE, actually. | 
was the Coach & Analyst for the SMITE team 
Titan for just about two seasons. With Titan 
we placed 1st in the EU Regional Champion- 
ship and 2nd at Season 1 Worlds. Throughout 
Season 2 we took a few trips to LAN in Atlan- 
ta and we had the chance to play Paladins in 
some very early stages - and from then on | 
was hooked! 


Are there any shameless plugs or shout- 
outs you would like to make? 


Naturally a big shout out to GankStars for 
working with us and meeting all our needs. 
Besides that, make sure you check out my 
stream and (Somewhat) regular videos! 


https://www.twitch.tv/omgimabird 


https://www.youtube.com/user/Omgima- 
birdTV 


https://twitter.com/Omgimabird 


By Jacob Russell 
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